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AMENDMENTS TO THE ABSTRACT: 

Please amend the Abstract as follows: 

ABSTRACT OF THE D I SCLOSURE 

A game apparatus includes a CPU, and the CPU executes a game process. 
When a player character encounters an enemy character in a game world, a battle 
screen is displayed on a monitor. On the battle screen, an instruction i mago input 
pattern accord i ng to an op e rat i on t i m i ng patt e rn r e cord e d in corr e spond e nc e to th e 
enomy charactor is displayed, and a-background music (BGM) accord i ng to tho pattorn 
is output from a speaker. A player w ei ghts determines an operation timing by- based on 
the i nstruct i on i mago input pattern and a tun e of the BGM (drum part). I n a caso of a 
d e gr ee of coinc i donco botwoon If the re is a high level of coincidence between the 
operation timing by the player and a timing of the music pattern i s h i gh , a-damage which 
the player character applies to the enemy character and a« experienced va l u e to b e 
obtained by the player character increases. 
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